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(57) ABSTRACT

Methods and apparatuses to improve the performance of a
video game engine using an Entity Component System
(ECS) are described herein. In accordance with an embodi-
ment, the ECS creates and uses entities, to represent game
objects, which are constructed entirely using value data
types. The ECS constructs the entities within a memory in a
densely packed linear way, and whereby the ECS constantly
monitors (e.g., during game play) objects within a game and
adjusts the entity distribution within the memory so that a
maximum density of memory usage is maintained in real
time as the game is being played.
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